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AMR BOWLING 8004 

SAFETY INFORMATION 

About Photosensitive Seizures 

A very small percentage of people moypexperience a seizure when exposed to certain 
visual images, including flashing lights or patterns that may appear in video gomes, Even 
people who have no history of seizures or epilepsy may have an undiagnosed condition 
that can couse these "photosensitive epileptic seizures" while watching video games. 

These seizures may have □ variety of symptoms, including lightheadedness, altered vision, 
eye or face twitching, jerking or shaking of arms or legs, disorientation, conFusion, or 
momentary loss of awareness. Seizures may also cause loss of consciousness or 
convulsions that can lead to injury from fading down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these symptoms. 
Parents should watch for or ask their children about the above symptoms - children and 
teenagers are more likely than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther from the 
television screen, using a smaller television screen, playing in a well-lit room, ond not 
playing when you ore drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor 
before playing. 

Other Important Health and Safety Information 

The Xbox instruction Manual contains important health and safety Information that you 
should read and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front’ or rear- projection 
types, con be damaged if any video games, including Xbox gomes, ore played on them. 
Static images presented during the normal course of gameplay may "bum In* to the screen, 
causing a permanent shadow of the static image to appear at all times, even when video 
games are not being played. Similar damage may occur from static images created when 
placing a video game on hold or pause. Consult your television owner’s manual to 
determine if video games con be played safely on your set. If you ore unable ta find this 
information in the owner's manual, contact your television dealer or the manufacturer to 
determine if video games con be played safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay 
for play, or circumvention of copy protection is strictly prohibited. 
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Expansion slot A 


Expansion slot B 


Right trigger 


Left trigger 



Y button 
X button 
B button 
A button 


Left thumbstrck 


BACK button 
START button 


Black button 
White button 


Directional pad 


Right thumbstick 


O button . . . . 
0 button 

0 button. 

0 button. 

Left thumbstick 
Directional pod 
START button. . 


.Pin configuration 

.Oil pattern 

......... Switch balls 

..Bowl ball 

. . Adjust boll placement 
Adjust bowler's position 
.Pouse/Menu 
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SCORING 


The number of pins knocked down by the 
bowler's First ball Is placed to the left of the 
box in the uppenright corner of that Frame 
on the scorecard, except when a strike is 
scored. If a strike is scored, an "X" is 
placed in the box. The number of pins 
knocked down by the second ball is then 
placed in the box. If a spare Es scored, a 
V" is placed in the box. If no pins are hit by the ball, a is placed on the 
scorecard. The total number of pins scored for each frame is placed on the 
bottom row under the box. If a strike is bowled, the score for that frame is ten 
plus the number of pins knocked down by the next two balls. IF a spare is 
bowled, the score for the Frame is ten plus the number of pins knocked down by 
the next ball. 

How to Bowl 



Position your bowler: 

The position of the bowler is indicated by 
the circle in the lower Aiming Display. 
Move the Directional pad left or right to 
adjust your bowler's position. 



Position your aiming mark: 



Where you ore aiming, the small arrow in the upper 
section of the Aiming Display indicates your throw. 
Moving the Left Thumbstick left, right, up, and down 
will adjust your throw target position. 

Now get ready to bowl I 
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Controlling the Ball 


You will need to press the © button a total of four 
times to bowl your ball at the pins. Everything 
depends on the timing of your dicks. 


Button Press One: START: 


starts the needle movini 


clockwise on the meter. 


This press determines how hard you bowl. The harder you throw the ball, 
the more difficult it is to bowl accurately. At 100% power (at the top of 
the meter], you only have one second to correctly press the button again 
for accuracy. At 50% power, you have a whole TWO seconds to time 
your accuracy. 


Each tic mark represents more power, and pressing the © button a 
second time at 11 12 o'clock" on the meter is ideal and will give you the 
best combo of power and control. The longer you wait to hit the © 
button a second time, the Faster the meter will move on the way down 
making it tougher to aim properly. After you press the © button the 
second time, the indicator continues back to the start point in a counter 
clockwise direction for the third button press. 


Button Press Three; ACCURACY: 


This button press determines how accurately you place your ball in relation 
to where you have aimed your throw The harder you bowl, the harder it is 
to place your ball accurately. Press the © button in the exact center (Le., 
6 o'clock) of the meter's gray area for 100% accuracy 


Press the © button to the left or right of the center and you may be as 
much as two feet off the target you aimed far. 


After the Accuracy selection, the indicator continues back to the start point 
for the final button press. 
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Button Press Four: SPIN: 


This tic mark determines how much spin you use - regular spin, backspin, or no 
spin on the ball. Throwing o ball with no spin sends the ball straight down the 
alley. Pressing the © button when the indicator is to the left of the start point 
puts spin on the ball, so that the ball hooks towards, or across, your body. It will 
spin to the left for o right-handed bowler, to the right for a left-handed bowler. 
Pressing to the right of the start point will throw the ball with backspin, which 
mokes the boll move away from your body towards the gutter (i.e,, to the right 
for the right-handed bowler, lo the left for a left-handed bowler). 

The farther to the left or right of the start point you press, the more spin 
you will put on the ball. 

It can take some time to get used to the timing and rhythm necessary to 
consistently bowl well. Just like in real bowling, it Isn't always os easy as it 
looks, and getting really good takes a lot of practice. Be patient and keep 
at it. If you're having difficulty, try using less power to give yourself more 
time to get the accuracy and spin presses just right. Youll be bowling 
strike after strike in no time! 


The oil pattern on a lane can affect the path 
of your ball by determining where and how it 
‘'grips" the lane. If you place spin or 
backspin on o ball, if will not have as much 
effect on the path of the ball when it is 
moving over oil as compared to when it is 
moving over parts of the lane without oil. You 
can view the oil pattern of the lane at any 
time by pressing the © button. This pattern will change the more you bowl on 
the lane, so it's a good idea to check it from time to time to see how the oil has 
been moved around by the balls as they roll down the lone. 

Switching Bowling Balls: 

You can switch between your strike and spare ball by pressing the © button 
before you throw your ball 
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Start A New Game 


Taufnmwnt 


Generally, to select menu items, use Up 
and Down on the Directional pad to 
move through the menu item chokes. 

Left and Right on the direction pad will 
cycle through the available options for 
each menu item. Pressing the 0 button 
will execute. 


Open Bowling 


Regular Game: 


Creating a new single game allows you to play one game by yourself or 
against up to three human and/or computer opponents. There are no 
teams in o regular game. You can customize the lane where you bowl, 
whether you wont to use "regular" or -pro" pins, and how many frames 
you want to bowl. Move to the "Bowl" option and press the O button 
when you are ready to begin. 


Team Game; 


This mode is essentially the same as a regular game, with one exception, 
Players ore placed by you onto one of two teams. Each team can have up 
to Four human or computer players per team. 


Practice Mode: 


During practice you do not bowl □ f 

complete frame, but will bowl with □ f 

new set of pins each time. If you wish f ^0 f* > J 

to practice different shots, you can add J| jj 

and subtract the appropriate pins from : m 

the pin display in the top left part of gg': ■ -a Tr ^ Apv'jS 

your screen. Pressing the © button 

will put you into "Pin Selection" mode (instead of the scoreboard, since 
there is no score in practice mode]. While in Pin Selection mode, the pin 
display will have a pin highlighted that can be toggled on or off by 
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pressing the © button. You con change the highlighted pin using the left 
thumbstick or directional pad. When you are happy with the pin selection, 
press the © button again to take you out of Pin Selection mode. This is a 
good way to practice picking up difficult splits or shots that give you 
trouble during regular games. If you want to practice an entire game, ploy 
in regular game mode and play by yourself, or practice with a friend. 

Tournament 

For both Match Play and Shootout modes, the Replay option lets you ploy 
ony round or match you have previous played, You can save any tournament 
in progress by choosing the Save option and saving your game to one of the 
save game slots. The current match or qualifying round will appear to the 
right of the Sove option. 

Match Play: 

Match Ploy allows you to compete in a tournament with 8, 16, or 32 
human and/or computer opponents. Bowlers play head-to-head in 
elimination rounds. You con choose to have between zero and three 
qualifying rounds and vary the number of frames you will bowl in each 
round of the competition. 

Shootout: 

This format features four rounds of competition that you must move through to 
win the shootout. After you select your bowler, you'll see a ladder of 
competitors that goes from top to bottom. The winner of the first three-bowler 
shootout at the tap of the ladder moves on to the next round until you reach 
the finals, which consists of two bowlers. The bowlers are randomly placed 
on the ladder, so each time you can face o different lineup. 

Load Saved Game; 

You can save any Match Play or Shootout game in progress and load it 
again later to continue ploying. To load a saved game, use the O button 
to select the "Load Saved Game" option and then the saved game you 
want to play from the list. 
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General Options 

Replay Controls: 

* 

By pressing hhe Oeft trigger 

during gameplay, you can 
replay the last shot using the 
"Replay Mode", In this mode, 
you can fast-forward, rewind, 
pause, and play back your or 
an opponent's shot. Use the 
Right thumbstkk to move time forward or backward, much like you 
would do with a VCR. The display at the bottom of the screen indicates the 
current playback position with respect to the total length of time. If you 
want to change the camera angle, use the Blight trigger to cycle 
through the available camera angles. To return to your game, press the 
€9eft trigger again at any time. 

Scoreboard: 

Lrmr.tt l >. 5 a i 6 r & >3 Id 1UI 

To view the current score before a shot, 
press the Blight trigger To return to your 

game, press the Blight trigger again. 3? 

tit** R Liil Rd.ll IfWl 1?J 

Change Camera Angle: 

Cycle through the various camera angles by pressing the right trigger 
before your shot. 



Game Pause Menu; 

Pressing the START button pauses the game and brings up a menu of 
options. You can adjust the sound settings, quit the game, or resume playing, 

Sound Settings: 




I 
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Create or modify bowlers 

You can create your own custom bowler by selecting the Create or Modify 
Bowlers option from the main menu. First, you must specify a name for your 
bowler. Select an empty slot for your new bowler and then give your bowler a 
name. You can enter the name with the 0 button. Select Done when you are 
finished naming the bowler, This is the name the bowler will be saved under for 
future use. When you go to bowl a game, you will be able to use any bowlers 
you have created by selecting the "Amateur" option. 

After you select a name and customize the many options For your bowler's 
clothing and appearance, you can also assign a strike and spare ball for them 
to use. These can be one of the game's pre-made balls, or a custom ball that 
you hove created, Once you are satisfied with your selections, you can select 
the "Save Bowler" option to save the bowler in the slot you designated, "Delete 
Bowler" to get rid of your already saved bowler or press the © button to go 
back to the main menu without saving any changes you have made, If you want 
to edit the attributes of o bowler you have already created, select the bowler 
from the list and change any of the attributes you want. Be sure to Save your 
changes, or else they will not be kept. 



You can increase, decrease, or mute the volume of the music and sound 
effects for AMF BOWLING 2004 by highlighting either of these options and 
pressing the © button to cycle through volume settings. 
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Create or Modify bowling balls 


Not only con you create your own custom bowler, but you can create special 
bowling balls as welt. This option lets you create and save custom bowling 
balta, then go bock and edit them later if you want. 


Change Texture ■ Change the color of your ball 


Change Logo - Choose from o variety of different logos for your boll 


Ball Surface - This determines what kind of material you want your ball to 
be made of: Proactive, Reactive, Urethane, Polyester, or Plastic. Proactive 
balls are much more inclined to hook, while plastic balls are more likely to 
go straight. The other choices in-between offer varying degrees of hook. 


Hook - This allows you to further customize how much hook your boll will 
have. You can adjust this figure to adapt to your throwing style. The higher 
the hook number, the greater the hook will be. 


Hole Offset - Moves the position of the finger holes in the ball to allow for 
more or less hook on the ball. 


E dit Bowling Ball 


TeJttore 

Ctiangs Logo 
Rea Clive 
Hook 20-0 
Hgd-H Offset 2D 
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, MD 20B50. Microsoft, Xbox, Xbox Live, the Xbax logos, 

and the Xbo* Live logo are either registered trademarks or trademarks of Microsoft Corporation In the 

United States and/or other countries. Other product and company names referenced herein may he 
trademarks of their respective owners. All Rights Reserved. 


12 


LIMITED WARRANTY 

Zen Max Medio he. f N ZeniMax"} warrant far a period' of ninety 15*0) days following the original purchase of this 
Disc ("Warranty Peri ad "I ihol the Disc medio is, and under normal use shall be, free from substantial errors or 
defects that will materially interfere with the operation of the Disc as described in the Documentation, This limited 
warranty applies to the initial purchaser only [^You^J, and does nol apply if the Disc is used for other than for 
private, non-commercial purposes, 

EXCEPT AS STATED ABOVE, ZENIMAX MAKES NO OTHER WARRANTY. REPRESENTATION, OR CONDITION, 
EXPRESS OR IMPLIED, STATUTORY OR OTHERWISE. ANY AND ALL OTHER EXPRESS OR IMPLIED WARRANTIES, 
REPRESENTATIONS, OR CONDITIONS, STATUTORY OS OTHERWISE, ARE EXPRESSLY AND SPECIFIC ALLY 
DISCLAIMED, INCLUDING ANY WARRANTY OR MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, 
TITLE OR NON INFRINGEMENT. 

Same jurisdictions da not allow limitations on how long an implied or express warranty or condition lasts, so the 
above Hmilotion may not appiy lo You-. This limited warranty gives You speciftc legal rights, and You may also 
have ether rights which vary From jurisdiction to jurisdiction. 

If You believe You have found an error or defect in the Disc that would constitute a breach of this limited warranty 
during the Warranty Period, and You are in the United States, please coli 41G-56B-36B5, 9:00 am to 5:00 pm EST 
Monday trough Friday, excluding holidays, If You are outside the United States, send your original Disc to Mud Duck 
rProductions c/'o ZeniMox Media Inc., 1370 Piccard Drive, Suite 1 20, Rockville, Maryland 20350 USA, together with 
a dated prooF of purchase, Your product number, a brief description of such error or defect, end Your return address. 

If You hove a problem resulting from such a manufacturing defect in the Disc, ZeniMcx's- entire liability and 
Your exclusive remedy for breach of this limited warranty shall be the replacement of the Disc r within a 
reasonable period of time and without charge, with a corrected version of the Disc. Any replacement Disc shall 
be warranted for the remainder of the original Warranty Period or thirty (30] days., whichever is longer. This 
limited warranty shall not be applicable and shall be void if the defect in the Disc is found to be the result of 
abuse, unreasonable use, mistreatment or neglect. 

WARRANTY CARD AND WARRANTY PROTECTION 

To be eligible for warranty protection hereunder, You must fill out and mall in the Warranty Registration Cord 
included In the Package within thirty j30) days of purchase, Failure to send in Your Warranty Registration Cord 
within thirty (30} days of purchase shall result in the loss of Your warranty protection. Warranty protection is 
available only to You, the original purchaser In the event of any questioni in this regard, ZeniMax reserves the 
exclusive right to determine warranty eligibility and appropriate redress, IF any, 

LIMITATION OF LIABILITY 

IN NO EVENT SHALL ZENIMAX BE LIABLE FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL, PUNITIVE, EXEMPLARY 
OR OTHER INDIRECT DAMAGES, EVEN IF ZENIMAX 15 ADVISED OF OR AWARE OF THE POSSIBILITY Or SUCH 
DAMAGES, IN NO EVENT SHALL THE ENTIRE LIABILITY OF ZENIMAX ARISING FROM OR IN ANY WAY RELATED 
TO THE PACKAGE, THE DISC, OR ANY PART THEREOF, Oil THIS AGREEMENT. EXCEED IN THE AGGREGATE THE 
PURCHASE PRICE OF THE PACKAGE 

Same jurisdictions do not show the exclusion or limitation a! relief, ipeoaf, incidental, consequential, indirect or 
exemplary damages, or the limitation of liability to specified omounti, *o the above limitations or exclusions may 
not apply to You. 

For general technical support, please call 410-568-3685, 9:00 am to 5:00 pm ESI Monday through Friday, 
excluding holidays. 



